Post-Visit Activities:

Animal Clue Game

Objective:

Procedure:

Sudents will identify four animas using clues that describe
characteristics or behavior patternsthat are uniqueto the
classes of animds. This Sharing the Joy of Nature activity has
been adapted to use animas found on the prairie.

1. Cut the clues on thefollowing pages gpart. M ake sureyou have one clue for each
student. Shufflethe clues and hand out oneto each player. Havethe students read
the cluesilently to themsdves. Tdl the studentsthat the god of the gameisto
discover theidentity of each of the four animas and as a group, gather al clue cards
that describe each animal. Tell them not to begn until you giveasignd. (Thereare 8
clue cards, but you may not chooseto usethem dl, depending on the number of
studentsin your class.)

2. Theplayers cdl out the name of the anima they think is described on their clue.
A player's cluemight say "You are warm-blooded, have alongtail and four feet.”
The player thinks, "M aybe I'm asquirrdl”, so he cdls out, 'Squirrd, squirrel”. No
onedseis sayingthat, but theplayer notices tha severd other players are saying
"Coyate!l” Theplayer checks the clue again and reaizes he could be a coyote and
joins that group.

3. Oneperson in the group should be the group leader and try to gather dl the people
holding the same animal clues together. Theleader should assign apersonto
investigate the other groups to make certain that the clues they have gathered as a
group do not fit ather animals.

4. Theteacher should ming ewith the groups gving help when needed. But the
students should rely on one another as much as possible. Check each group's clues
only when they say they have collected al of them. When al of the clues have been
gethered, have each group read the clues and explain what animal they are. Have
them discuss what information led them to make that decision.



